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DICE go to war with this year's 
hottest shooter! @ 


28 We put inXile’s action-RPG 
under the microscope! 


This year’s Borderlands? Preview inside! 
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Welcome 
to P3Zine 


| wonder what will happen if | put one portal here 
and then another over there... O 


0 !! Okay, so | hadn't quite been expecting that, 
but that's the beauty of Portal 2. Valve's latest — 
which we flew out to Seattle to review earlier this 
month — can often throw such brilliant surprises 
your way, some planned, some not so planned. 
Check out why we think it'll be one of the best 
games youl play this year later in the issue. 

Elsewhere in the mag we take an early look at 
two other highlights of 2011, Battlefeld 3 and 
Dead Island, and get dirty 
with THQ's off-road racer MX 
vs ATV: Alive. Enjoy! 


David Scammell, Editor 
p3zine@gamerzines.com 
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G ) OPERATION 
y | RACCOON CITY 
—Y y Publisher: Capcom | ETA: Winter 
—Y 2 Z aking us back in time to 1998, this next Resi revisits 
DISMISS Be as the events of Resident Evil 2 and 3, strapping players © 
4 sila into the boots of an Umbrella Security Service memiber. 
Uy WY NO MORE HEROES: Capcom's describing Operation Raccoon City as a third- 
Ye A HEROES PARADISE person team-based shooter with’a style of gameplay yet 
to be seen by the franchise! A worthy experiment. 
Publisher: Konami | ETA: TBA 
he PS3 remake of hardcore Wii-favourite No More 
Heroes has already been out in Japan for an entire 
year, but having recently received a BBFC classification, Publisher: TopWare Interactive | ETA: TBA 2011 
it looks like Konami might finally be gearing up to ho says the music genre is dead? Not Ubisoft it 
release Heroes Paradise on these shores. A kitschy seems, who are diving headfirst into the rhythm 
free-roamer that sees lead character Travis Touchdown action field with a music game compatible with any 
seek the chance at becoming the world's best assassin, real guitar. Just plug your axe into the supplied adaptor 
NMH: Heroes Paradise is worth looking out for. (provided it has a standard quarter-inch jack) and you're 
on your way to becoming a rock = 
god. Gameplay details are still thin 


on the ground, but with Guitar 
Hero on a hiatus, Rocksmith may 
be the only music game worthy 
Publisher: SCEE | ETA: May of your money this year. 
Roore Leonard a year after his original escapade, 
the sequel to White Knight Chronicles lets players 
transfer their character over from the original to continue 
their adventure. The sequel packs 
in a brand-new combat system 
which we can see dividing fans, 
and sees the return of the online 
made, letting players go on co- 
op adventures. One for JRPG fans. 
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ILEFIELD 4 


; t's hard to believe that a little under had reservations about how a multiplayer 


A classic respawned 


a decade ago, online multiplayer product would perform in the market” 

shooters were still largely considered Thankfully for DICE, 1942 did good. Very good. 
niche, destined to be played only by those Fast forward to 2011 and there's a stark 
educated in server lists, ping times and contrast. Multiplayer shooters line the 
console menu coding. As this 2002 quote industry, and MP options are shoehorned 
from Battlefield 1942's Producer illustrates, into the most unlikely of titles. But one — 
success with an online shooter was far Battlefield’s biggest competitor — is still 
from guaranteed: “We had high hopes regarded as being the best, and this year 
and dreams for the product, but also DICE wants to take back its crown. > 
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HAT ti > Battlefield 3 continued already seen 
as much of 


j Except, beyond the fact that Battlefield 3 as we 
Publisherst? Battlefield 3's multiplayer will include — have, with DICE 
Lennie aah aw support for 24 players, feature fully choosing to show 
jadi batt Bad controllable tanks and jets, and the exact same 
aly wi iy won't be skimping on any of the sections for our 
mote Komparale 1 single-player game's jaw-dropping demonstration, 
Unk: worw.ea.com/ presentation, DICE doesn’t want only in real time. 
maT to talk about how it's going to do We're shown brief 
ETASKOWEN that yet. Instead, it’s taking one before and afters 
step back in order to go two steps of each episode 
forward, introducing a campaign before segueing 
that promises to‘make you feel the into the next, subtly revealing new Even this early on (the code we've 
visceral warrior's experience’for the elements like momentum-based seen running is still pre-Alpha), with its 
first time in the history of the series. physics, tight, largely scripted action —_ vast battlegrounds, intense lighting, 
sequences and a Hollywood-inspired and unparalleled cinematography, 
Field day presentation. the game looks like one of the most 
If you've seen the three trailers And that tone and presentation visually accomplished games ever 
released during March, you'll have is key to the Battlefield 3 experience. | made. For PS3, DICE is targeting a 
solid 30fps, running in all the visual 


splendour you'll have seen in the 
Battlefield 3's stunning lighting can trailers. If they can live up to their 
USI promises, Crysis 2's reign at the top 


of the graphics tree may be over 
sooner than anyone expected. 
And if you haven't already done so, > 
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attlefield 3’s 
B Executive Producer 
Patrick Bach drops 
in to talk about the 
pressures of going up 


against the biggest video 
game in the industry. 


Why do you think Battlefield 3 will be better 
than this year’s Call of Duty? 

| think it’s based on what we did with Bad Company 
2 last year, actually. Asking the community and the 
reviewers which was the better game, we had the 
higher score. So we've already built a better game in 
theory, but | think it’s just based on the trust 
everyone has in DICE and in us building Battlefield 
games in general. 


It must be quite a privilege to hear EA say 
that it thinks Battlefield 3 is going to be the 
strongest product in the market this year, but 
that must also put you under tremendous 
pressure. Are you feeling it at the studio or 
are you used to it by now? 

We know the best way to build a great Battlefield 3. 
That has not changed. Honestly, EA has put 
a lot of trust in us to do what we're doing 
rather than doing something else, and that 
works out really, really well. Of course, 
people are scared on what happens if we 
fail, but we know how to do this. | think the 
biggest enemy right now is ourselves. We 
want to do so much more and we're always 
pushing and pushing. 


Check out the full interview with Patrick on 
GamerZines.com. 
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> Battlefield 3 continued 


you'll also want to invest in a decent 

surround sound setup. Battlefield 

3 sounds utterly superb, with the 

advances made in Frostbite 2 

allowing for even greater HDR audio 

than before. Sounds are rendered 

based on various environmental 

factors, including whether the player 

is indoors, outdoors, the size of the 

surrounding space and echo factors. 

Whack up the volume and you'll be Hollywood and Generation Kill in the 

blown away. scripting and presentation are obvious, 
but the tone and pacing allow fora 

Start spreading the news tense atmosphere and 

The campaign takes players across excellently well-rounded cf 

Paris, fehran and New York in takes on familiar scenarios. Particle ch 

the boots of US Marine Sergeant ght on its hands 

Henry Black, fighting against an Fight night 

insurgency known as the PLR. Unlike Typically launching at alternate ends 

Bad Company's relatively sandbox of the year, Battlefield’s head-to-head 

environments, Battlefield 3 follows a with Call of Duty is long overdue, but 

more Call of Duty-esque approach with both gearing up for a November 

to shooting, funnelling players along _ release, we're in for the biggest 

preset paths and activating scripted showdown since Ali vs Foreman. Call 

moments at key points. That isn't of Duty has a fight on its hands, and it’s 

a criticism, as the inspirations from a battle you won't want to miss. @ 
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Publisher: Black Bean 
Developer: Milestone 
Heritage: SBKX, WRC 
Move Compatible: No 
Link: www.sbk 
thegame.com 
ETA: May 


PREVIEW (<) 
FEEDBACK! 
Is SBK Tour 
enoughto : nT eT 
‘ou / en, om 
back nto SBK? | | | “SBK Tour has racers competing | 
) | indi ats ) 
| Indifferent challenges, from 
, | time attacks to wheelie events” | 
fs ae presentation challenges, ranging from time 7 a a = 


can’t make up for the fact attacks, wheelie events and trajectory 
that the removal of last year's challenges which require the player 
much-vaunted Arcade mode feels to stick to the racing line. 
like a backwards step for SBK 2011, — - 


Disappointingly though, SBK still se 
which otherwise feels largely identical has that underwhelmingly ri 
to its predecessor. low-budget look to it, particularly 

Back in pure simulation territory, in the menu screens and track 
this year’s superbike racer has been environments — the latter barely 
developed purely with the hardcore competing with even the most 
in mind, offering up a lengthy career mediocre of the last-gen. But if you 
mode and a new SBK Tour mode, an can get over that, SBK 2011 could 
option that has racers travelling across be the highlight on a superbike 
the globe to compete in different fan's calendar. @ 


wee PG 50,4 = 
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ItSnota looker, but SBK 2011 should impress bike fans 
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with Techland'’s undead twist on Borderlands 


= 


otherwise, let us make it perfectly to show you a couple of gameplay 
clear: Dead Island is nothing like the elements, but in the end it’s not going 
emotionally charged, ‘Heavy Rain with to be the same as what the gameplay a A 


j ncase you'd been expecting Manager, Vincent Kummer. “CGl is just 


zombies’ game that its world-famous — is going to be. | think gamers know ae Ry : 
trailer may have suggested it was. that by now’If that’s the case then ty. =~ y; 
“CGl and in-game is never the same,’ maybe you're expecting too . ~~, y ay 
candidly explains the game's Brand much of us, Viagent. 2 ; ™ ae 
Z “a se t 
Sys \ 
. Wn eG ’ 
= _ De at Ae: d “= ‘ a 7 Z 


Next Page 


> Close Issue @) Print Page ‘=! Search Issue % Zoom In @2 Zoom Out ©. Toggle Full Screen > 


Previous Page 


DOWNLOAD OTHER MAGS (®) Contact Us ji Tella friend 


2 


‘Z 


Publisher: Deep Silver 
Developer: Techland 
Heritage: Nail‘d, 
Call of Juarez 
Move Compatible: TBA 
Link: www.deadisland 
game.com 
ETA: Autumn 


> Dead Island continued 


Resort Evil 

Misleading trailer or not, Dead 
Island still looks like one of the 
most exciting releases of the 

year. It’s essentially Borderlands 
meets Dead Rising, combining 
the best bits of both to provide an 
openworld tropical playground in 
which to dismember, decapitate, 
explode, set alight or disembowel 
a legion of the undead. 

Like the former, the game's 
narrative is driven by quests, and 
playing as one of four different 
characters — each with their own 
attributes, special abilities and 
unlockables — you'll regularly 


~& 
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bump into the 
resort's survivors 
who'll offer tasks, 
backstory and 
plenty of loot. 
The demo picks 
up near the start of 
the game, following 
a group of survivors 
attempting to bust 
out of a hut and 
across a zombie- 
filled beach to reach 
a tower, a secure location that will go 
on to form a hub for future missions. 
There'll be a range of key locations like 
this one waiting to be discovered across 
the island (which itself is separated into 
different regions, including an urban 
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city area and jungle), with dynamic 
missions sandwiched between the 
core story quests. We're shown an 
example where a lone survivor is seen 
taking refuge inside a car while on our 
trip to the tower. Rescue him from the 
surrounding zombies and you'll earn 
bonus XP (more on that later). 
However, none of the characters 
appear particularly interesting, 
especially the playable ones, with 
the one we're shown, Sam B (the 
game's ‘tank class’ character) 
steering worryingly close to racial 
stereotyping. Combat's primarily > 
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> Dead Island continued 


melee-based, and though guns can 
be found throughout, their ammo 
will be distinctly limited. Instead, you'll 
have to rely on everyday objects to 
smash your way through the hordes, 
and finding blueprints scattered 
across the island to forge bigger and 
more obscure weaponry, ranging 
from the zombie-killing favourite nails- 
through-a-baseball-bat combination, 
to an electrified hunting knife. 


28 games later 

Whichever way you decide to kill 
them, you'll earn XP for slaying the 
horde — a token amount for the 
standard grunts, and a more healthy 
dose for the larger boss-type zombies. 
Dead Island's XP system is, again, very 
similar to Borderlands, with characters 
reaching new levels after earning 

a certain amount of XP, growing 
stronger and being able to afford new 
abilities. Sam B's class-specific Fury 
ability sends him into a fist-flying rage 
when activated, amplifying damage, 
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“Dead Island is 
essentially 


and instantly laying waste 
to anything in his path. 
If Gearbox adhere to the 
term ‘imitation is the sincerest form of 
flattery’ they'll be grinning from ear to 
ear when they see Techland's output. 
With almost four million views at 
the time of writing, the initial teaser 
has put added pressure on Techland to 
deliver, and while Dead Island certainly 
looks fun, we get the impression it 
won't quite reach the triple-A status 
the publisher is gunning for. The trailer 
may turn out to be better than the 
final product, but hey, we think gamers 
know that by now. @ 
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There are four character classes in all, 
including Tank, Leader, Jack of all Trades and 
Assassin. We think this girl may be the latter. 


leon | |_| alalalaiatsc5. | 
A fantastically well-suited new direction for the zombie sub-genre 
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here have been.a lot of 
; changes made to Hunted since 
we first saw it last year, to the 
point where developer inXile claims 
that its twisted fantasy, cover-based 
co-op third-person action-dungeon 
crawler is now twice the size as it was 
in the original design documents. 
“We expanded upon some of 
the elements that we saw the 


press latching onto/'inXile’s President 
Matt Findley’s tells P3Zine, humbly 
discussing the developer's willingness 
to act on constructive criticism. 
“There was still time to shape the 
game; he says, “we're really pleased 
with where we're at now: 

If you weren't convinced Hunted 
was the game for you before then 
you might want to reconsider. > 


Publisher: Bethesda 
Developer: InXile 
Entertainment 
Heritage: The Bard's Tale, 
HEIST (cancelled) 
Move Compatible: TBC 
Link: www.hunted 
thegame.com 
ETA: June 


g 
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But such modesty in game design 
is something you might expect 
from the veterans at inXile, whose 
outfit includes much of the talent 
behind the original Fallout, Baldur's 
Gate, and 2004's spoof remake of 
The Bard's Tale. And just like those, 
Hunted looks like another that could 
go down in the books as a cult hit. 

The game's been built entirely 
around the idea of ‘co-op at a 
distance, an awesome new method 
of approaching co-op play by letting 
pairs of players adventure without 
constantly being under each other's 
feet. Whether you play online or via 
split-screen (the latter a last-minute 
addition included due to feedback), 
youll still be working together 
during combat and while solving 
puzzles, but you'll also be frequently 
encouraged to separate, with the 
ballsy heroine E’Lara being good at 


Close Issue 


inXile estimate Hunted’s main 
quest and side exploration will 
last most players 20-plus hours. 


picking off targets from a distance, 
and muscleman Caddoc at his peak 
when plunging heavy pieces of metal 
into the chests of Hunted's beasts. 


Gears of Warcraft 

Trying to place Hunted into a 
particular category, though, seems 
an almost impossible tasks. It features 
elements of a combat-drive action- 
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adventure, with Caddoc’'s 
hack-and-slash combat 
derivative of something 

like the old classic PS2 

Lord of the Rings games, 

while E'Lara's bow and arrow 
shooting feels more like Gears 

of War (it's worth noting that 
both characters can carry 

out both types of combat, > 
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> Hunted continued 


but each are stronger in their own 


field). Spells can also be combined with 


weapons, for example, using an ice 


spell on your arrows to produce a more 


powerful attack, even if the process 
can seem a little fiddly at first, requiring 
numerous button presses in a specific 


order. Exploration and weapon pickups, 


too, are similar to more conventional 
RPGs, with rare ‘enchanted weapons’ 
being hidden off on side-quests, and 
each with their own attributes and 
associated magic. 

What little we know of the story 
seems much in line with what you 
might expect from a dark fantasy 
game, with the world being taken over 
by an unknown army of Goblins and 
demons, and a mysterious spirit known 
as Seraphine guiding’ the adventurers 
through the realm. But it's the use of 
an item known as the Deathstone that 
intrigued us most. 

Throughout the game you'll find 
bodies scattered across the map, and 
casting the Deathstone over them 


Zoom ona 


Some of the bigger bosses will 
require tactics and effective 


al 


use of magic to take down. 
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brings back the victim's orers a map- 
memories and history, creation system 
providing intel used to help designed with 
you on your journey or UGCin mind” 


open up new avenues for 
quests, and is an interesting 

and potentially emotional way 
of supplying the player with new 
objectives and side-missions. 

But despite their frankness when 
it comes to talking about Hunted’s 
evolution, even with under two 
months to go until launch, inXile are 
still Keeping some of their cards close 


to their chest. Talk of a‘Crucible’ mode, 


a map-creation system designed 
with user-generated content in mind, 


suggests there's plenty more to come, 


and with a strong story and exciting 
combat, Hunted could be one of the 
surprises of the summer. © 
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Could Hunted poadh its rivals? 
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Publisher: EA 
Developer: 
Spicy Horse Games 
Heritage: N/A 
Move Compatible: No 
Link: www.ea.com/alice 
ETA: June 
“Lacks any of the perverse 


sch you'd expect” 
S RE HURNS 
ff The Joker in the pack? 


e love the idea of a knife- our mind, at least - seem plentiful, but 
oe butter-wouldn't- instead they appear to have been 

melt psycho bitch carving ruined by brain-numbingly dull combat 
up a sick and twisted world basedon —_ and generic platform hopping that lacks 
James Carroll’s classic novel, so why is it any of the perverse charm you'd expect. 
that when we finally got to play Alice: Unfortunately for the once-legendary 
Madness Returns earlier this month, we game designer, American McGee hasn't 
came away bitterly disappointed? made a good game since the original 

Simply put, Spicy Horse’s execution Alice, and we don't think that's likely 

just can’t match Madness Returns’ to change now. Hopefully he can prove 
awesome concept. The opportunities | us wrong when Madness Returns 
offered by the fantastical setting — in launches in June. @ 


P3Zine 


@ Close Issue () Print Page =! Search Issue 7 Zoom In @X Zoom Out © Toggle Full Screen Previous Page <— Next Page 


See |ieebehcxs[ TT 


We might send this one straight back down the rabbit hole 


| Cover | Contents| Previews| Interview | Reviews| Subscribe |18 


P3Zir aes 
Previews 


udget releases have always novel new direction for its n 
+ re associated with release, adopting a pioneering new 
‘a low quality, and often strategy that lets players shape the 
* understandably so, but THQ is game in whichever way they want. 


§ hoping to change that philosophy So, what's the catch? Well, for your 
3 with MX vs ATV Alive. Launching money, youre getting a game that 

at £29.99, THQ is taking the world’s the developer claims is better 
number one Motocross series in a than last year's Reflex, but also > 
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> MX vs ATV Alive cont. 


one significantly cut down by 
Publisher: THO comparison. Alive has been built 
Developer: Rainbow Studios from the ground up to be expanded 
Heritage: MX vs ATV upon via DLC, or, as THO prefer to 
Reflex, Cars: The VideoGame  putit, to let the player ‘build their 
Move Compatible: No own experience. “The game is not 
Link: www.mxvsatv.con  done;’claims the developer just a 
ETA: May month away from release, an alerting 
sign usually, but a reassuring one 
in Alive’s case. THO has a 12-month 
PREVIEW «) olan for Alive DLC, with new content 
FEEDBACK? estimated to hit every 4-6 weeks, 
Does Alive's and including free and premium- 
DLC strategy 9 Priced new tracks, vehicles, rider gear There's no career mode to speak to point out that something similar 
appealtoyour 344 modes. of, with Alive instead throwing could return as DLC if there’s enough 
you back to the main menu after demand for it, but it'll cost you. 
Off Road Rage every event, the multiplayer mode Instead you're given just 12 
The worry, however, is that the seems fairly barebones and —ina Motocross tracks, four short circuits, 
disc release feels almost too light move that’s bound to upset some and two Free Roam areas, and 
on content, to the point where of the fans — Reflex’s stunt mode of those 18, only two from each 
what you're getting feels like less has been removed altogether. Of category are available when you 
of agame and more of a hub from course, going hand-in-hand with first start the game. The rest begin 
which to build your own experience. — the publisher's strategy, THO is keen to unlock once your rider reaches 
level 10 and level 25 via the game's 
Alive’s helmet cam is brilliant, detaching emg! "= 2am (dropping 4 
you from the vehicle and putting you into Reflex's credits system Alive utilises 
the position of the rider. an experience system similar to 
an online FPS, with XP earned 


Click here to see the enhanced 
> version of this shot! ~~ 
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SA ¢ rt Director lan Wood tells 
mt A: what to expect from 
% live’s downloadable 
content strategy... 


You want users to effectively build their own 
game through DLC. Will there be a whole bulk of 
DLC available on day one, or are you staggering 
content over a certain time period? 

It's going to be staggered, but on day one we have quite 
a big release. We have James Stewart's compound as free 
DLC to people who buy the game, because it’s a nice way 
to introduce people to our strategy. We want to keep the 
pacing from the beginning all the way through for at least 
10 months or a year. There'll be tracks, different modes 
and vehicles. 


Have you established price points for the DLC? 

No, but | can say that they're varied. There'll be pretty 
cheap items and free DLC. Every now and then we're 
going to encourage people to keep on checking in and all 
the way through we'll be throwing in some free stuff. 


Are you aiming to release 
more content overall than 
you would have ina standard 
box release, or just stagger 
out what would have 
originally been in the box? 
You won't get some of the modes 
or vehicles you would in Reflex, 
but for an MX and ATV experience 
you'll end up with more. 


Check out the full interview with 
lan on GamerZines.com. 


WZ, 


M4 
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for podium finishes, catching air and 
almost anything else you do in the 
game). But with just two Motocross 
tracks available until you reach level 
10 —something we estimate may take 
the average player at least 2-3 hours — 
you'll find yourself repeating the same 
tracks over and over again. 

THQ tells us that although players 


won't begin to unlock tracks for a while, 


they will frequently earn new vehicle 
parts, in turn used to increase your 
vehicle's performance and improve 
your finishing position in races you've 
already completed. Enough for some, 
but with that sense of reward and 
progression largely missing, we can't 
see too many players hanging around 


with just two tracks for long. With more 


tracks available to buy through the 
in-game store, the MotorClub Depot 
(of which free membership is offered 
to players who buy the game new), 
maybe that's the point. 


} Aa Tracks are tighter than your average Be ‘ ie 
> MX vs ATV Alive cont off-roader, encouraging scraps. |; 
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) 


“Alive could turn out 
to be the best off.- 
road racer in years” 


Alive & 

Kicking 

What game there is though is 
undeniably impressive. The bikes 
and ATVs both handle terrifically, 
with their sense of weight and 
speed better than anything we've 
seen in alternatives in the genre. 
On a technical level too, Alive is up 
there with the very best, matching 
(if not surpassing) the splendour of 
Black Rock's ATV racer Pure. Judging 
Alive purely for its gameplay, it 
could turn out to be the best off- 


road racer in years. 

Alive'’s strategy is a risky one 
for THQ. There's a worrying lack 
of content on the disc — arguably 
not even enough to justify the 
lower £30 price tag — and failing 
to get the message across to the 
consumer that it’s been designed 
as a starting block could easily 
damage the brand. But we'll find 
out whether it was worth the risk 
next month. @ 
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Alive could be the best off-roader since Pure! 
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Publisher: EA 
Developer: Valve 
Heritage: Portal (PC), 
Half-Life 2 (PC) 

PS Move Compatible: No 
Link: www.thinkwith 
portals.com 
OUT NOW 


I'mgonna take you to another dimension... 


of Duty generation that a might sound like a hard-sell on. paper 

puzzle game that tests their © —despite being given a’gun, the only 
patience to the point of insanity will — thing the player will ever get to shoot 
be one of the best games they'll is a brick wall — spending just a few 
play all year is an unenviable task, minutes with Valve's sequel is enough 4 
particularly when, heaven-forbid, to realise that it deserves to go down 
the game in question doesn’t even __in the history books as one of 
pack in an arbitrary competitive gaming's greatest creations. > 


Te: to convince the Call multiplayer mode. But while Portal 2 _ 
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Throughout the story you'll be visiting 
the various different facilities of Aperture 


: challenging levels on —and a whole lot more besides. 
> Portal 2 continued show here is completely 


It’s incredibly difficult to actually beyond us. If you 
criticise Portal 2. At its heart it’s a thought some of Portal 
very simple game, its premise a 1's tests were complex, 
basic exercise in navigating from you really ain't seen 
A-B, yet everything it attempts, it nothing yet. 
does so perfectly. Its puzzles are Yet despite the 4 
always ingenious, and their difficulty puzzles growing 
always excellently balanced. What increasingly intricate throughout 
Starts out as relatively basic, though — — particularly in the game's — 
still brain-bafflingly solid tests built co-op mode where two portal | “The puzzle de PP 
around portal placement and spatial guns allow for some especially | unb. lie, re ‘Sign is | 
awareness, gradually evolves into incomprehensible scenarios ( eee, vably goo ie 
multifaceted, momentum-based, (and later on, when gels ee ae 
time-sensitive tasks, something that modify your speed and jump 
utterly intimidating in concept, yet height become introduced) they always 
surprisingly feasible when you reach ~— avoid becoming overly frustrating; that 
that point in the game. Considering — breakthrough eureka moment somehow 
all the different layers often involved, always hitting at just the right time. 
some of the puzzle design here is It’s all thanks to Valve's pitch- 
unbelievably good, and quite how perfect pacing, natural difficulty 
Valve conceived some of the more progression, andthe methodin > 
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Be sure to take a look at the credits to WRI! ww Ee Une 
see who voices the defective turrets. Portal2’s Steamworks functionality 
y You'll never have guessed... shame. It's arguable that TV funny man thoroughly.explained 
Stephen Merchant — who voices the 
game's lovable bot Wheatley — is actually 
too good, regularly leaving us in fits of 
laughter with his hilarious quips and 
brilliant one-liners. Just like GLaDOS in 
the original, he’s what makes the game, 
astonishingly threatening to outshine 
JK. Simmons’ show-stopping work as 
Aperture Science founder Cave Johnson, 
_ = and even the cold-hearted, acutely 
o_O funny robo-bitch herself, a character 
- “Thefunniest _ whose input in Portal 2 we want to 
> Portal 2 continued | game of t > yer ro avoid discussing completely for fear of 


revealing any spoilers. 
which the developer introduces new The single-player campaign is 
mechanics. Rather than throwing instantaneous, so that when you do stronger than the co-op though, with 
you in at the deep end, Valve does a finally figure out the answer to the the total lack of story in the co-op game 
brilliantly subtle job at teaching the puzzle, there's no waiting around for making it feel more like something 
player by doing, eventually to the the elements to fall into place. tacked on later in development than 
point where using gels, manipulating Besides the puzzles themselves, a well-considered addition. It’s still 
lasers or directing tractor beams it's Portal 2’s frankly brilliant dialogue 
feels instinctive — as ridiculous as that —_ that will leave players hooked. Portal 
may sound. Subtle tweaks, too, like 2 is the funniest game of the year, 
switching Portal 1's energy balls for with an award-worthy script that 
lasers, makes the game feel more manages to put every other game to 


How does What does 
it work? it mean? 


Every new PS3 copy of Portal 2 comes supplied.with a key granting 

you access to Valve's Steamworks functionality, which lets you play co- 
op against your PC Steam friends and earn Steam achievements. And 
> as a bonus, you'll be provided with a PC copy of the game for free! 
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ough the game, one stepat a. time.‘ 


Taking you th 


6 HOURS 


10 MINUTES 10 HOURS 15 HOURS 

Say hi to Wheatley. He'sthe The scope of the levels Portal 2’s play time varies The co-op’s about half as 
funniest character you'll is magnificent once you depending on your skill, long as the SP, but you'll 
ever meet. venture outside Aperture. butSPtookus10hours. revisit both. 
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> Portal 2 continued 


utterly brilliant, mind, and though it’s 

restricted to a series of Portal 1-esque 

challenge rooms, some fantastic 

design decisions (like the ping tool, 

for example, which helps partners 
communicate where to place puzzles 
is genius), make it one of the better 
co-op experiences we've had to date. 

After Valve's ‘tainted’ history 

with Sony's console, we had been 
expecting to see the PS3 version 
of Portal 2 suffer in comparison to 
its counterparts. But thankfully it 
doesn't, running at a smooth 30fps 
and without barely a hiccup. The load 
times are perhaps too frequent and 
occasionally a little too lengthy (the 
10-15 second load after some of the 
smaller test chambers can begin to 
grate), but other than that, there's 
really nothing you can point the 
finger at. And with some excellent 
Steam features, the PS3 version is 
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The Companion Cube plays less of 
arole this time around, but you'll 
still see it every so often. 


easily the better option when it 
comes to choosing between the 
console versions on offer. 

Portal 2 is one of those sequels 
that outdoes the original by such a 
margin that it makes its predecessor 
seem almost irrelevant. The tweaks, 
dialogue and structure put it on a level 
with Valve's, heck, the medium’s very 
best, easily being the best game we've 
played so far this year, and deserving 
of being remembered alongside the 
Half-Lifes, GTAs and Icos of the world. 
This was a triumph. 


Brilliantly funny 


Verdict 


2011 best game 
so far! 


Ingenious 
puzzles 


Frequent 
loading ruins 
immersion 
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There aren't thousands of cars like there , 
are in GT5, but each one looks great. _ 
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a SHIFT 2: 


Publisher: EA 


Developer: Stuck in neutral “ i : 
Slightly Mad Studios bts a The ultimate first- 
Heritage: acing into stores barely four handling threaten to knock this year’s impressive as person ae 
Need for Speed: Shift months after our runner-up top track racer off of pole position. Hot Pursuit on a racer 
PS Move Compatible: No Game of the Year Need for As you've probably already realised presentation level), 
Link: www.needtforspeed. Speed: Hot Pursuit, EA's answer to Gran from EA’s marketing babble, authenticity while the improvements made to racer 


camn/shfOunleashed Turismo shies away from the arcade- has been the driving force behind this Al (rival drivers will regularly fight with 
OUT NOW focused core of last year's NFSin order —_ year's Shift, and in many ways the push you for position, including getting 

to provide an experience the for realism has proven successful. The revenge for spinning them off the track 
developer refers to as ‘real racing’, But improved trackside detail and car models _ in an earlier lap), and the cockpit view 
while some of Shift 2's more impressive look glorious on the track, and the make it the ultimate first-person racer. 
features make it one of the most integration of Autolog makes the social Or at least they will for some. 
authentic racing games ever made, side of Shift 2 a compelling experience The new Helmet Cam is terrifically 
a generic career and unpredictable (even if the feature isn't as immediately as immersive and probably the most > 


Unlike some of its better features, 
Shift 2's career is utterly uninspiring. 
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The cars look fantastic, both inside and 
out, and the damage modelling means 
each can be completely wrecked. 


‘With Hot Pursuits! 
sping in players’ disc 


_ >Shift 2: Unleashed cont. 


exciting use of a first-person camera 
we've ever seen, with a sensation of 
momentum and G-force recreated 
brilliantly through a variety of camera 
tricks. But while it looks natural, it 
doesn't necessarily play like it. One of 
the new features of Helmet Cam is 
automatic head-turning, which turns 
your field of view to look into the apex 
of a corner. While it sounds like an 
ingenious addition, we found that we 
frequently lost our sense of positioning 


You've never been as intimidated 
as much by a racer as you will be 
by Shift 2’s night racing. 


on the track. It doesn’t take a genius to 
work out why — looking in one direction 
while driving in another is confusing, 
and if you've ever tried to drive while 
swinging the camera around in any 
other racer, you'll know what we mean. 
When you can get to grips with your 
vehicle though, you'll find the handling 


__ drives, we're concerned 


has been much improved. There's still a 


slight sense of erraticness to some of the 
cars owing to some leftover elements of 


bizarre over/understeer, but overall the 
threat of fishtailing the car has been 
greatly reduced since the original. 
Throwing some of the higher-powered 
cars around the track can provide some 
of the most enjoyable and exciting 
moments youll have likely experienced 
in a racer, especially when combined 
with the carnal thrill of Helmet Car. 
And that's ultimately your lot. In the 
18 months since, despite being tweaked 
to make it a more competent racer, 
there’s not all that much that Shift 2 
offers over the original. The confusing 
marketing campaign in recent months 
won't have done it many favours either 
— including those ‘real racer’ comments, 


and you may be expecting a game Shift 


2 simply isn't. Shift 2 isn’t a reflection of 
reality — to be totally honest, it’s barely 
even a simulation. 


Instead, it's a great halfway house 
between the serious Gran Turismos 
and Forzas of the world, and arcade 
thrill-a-minutes that provide the same 
kind of excitement as Codemasters’ 
excellent GRID. Unfortunately for Shift 2, 
the biggest concern doesn't rest with 
Slightly Mad's ability - as the developer 
has definitely proven that they're one 
of the better racing studios here - but 
with Need for Speed: Hot Pursuit still 
spinning in players’ disc drives, series 
fatigue may be setting in. @ 


Improved 
handling 


Top drawer stuff 
but this is too 
much NFS 


Not much 


helmet cam 
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Some of the New York setpieces 
CRYSI S 2 he 


Maximum thrills 
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: or the first few hours of Crysis 2 all hell breaks loose. 
Publisher: EA F be left wondering where The early characters 
Developer: Crytek it all went wrong. Crytek are horrifically 
Heritage: Crysis (PQ), completely fail to use the potential unlikeable and the dialogue so weak dreadful human enemy Al (you'll often see 


FarCry (PQ) of the fallen New York City setting that it makes Killzone 2 look like poetry. enemies running in circles or getting stuck 
PS Move Compatible: No effectively, funnelling you through Hearing one female character ona piece of geometry) sets the player 
Link: www.mycrysiscom = jin@ar paths across warehouse repeatedly cuss unnecessarily - up for what appears to be a dull, 
OUT NOW buildings, car parks and CELL especially after being made to feel hopelessly generic and utterly 
checkpoints. The nanosuit abilities sorry for her in an earlier cut-scene — disappointing shooter. 
aren't used at all well, with the arguably makes for more But then Crytek pull a 
Predator-alike stealth function only uncomfortable listening than anything complete U-turn. Shortly after 
being broken out to duck behind Rico may have ever uttered. And ontop _ the aliens are introduced about 
bushes or make dashes for cover when __ of that, the inconsistent and frequently —_a third of the way in, Crysis 2 
comes alive. The developer 
suddenly starts to take 
advantage of its 
environment, throwing 
the player into beautifully 
poignant and pulse- ra F 
racing scenarios that 
revel in the destruction 
of key landmarks. 
Fighting amidst the 


wreckage of the a “a . e 


= 


fallen Statue 
of Liberty, 
whose arm 


¥ 
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“J. ‘a 7 =. = 
Ml a Boas = sane Though it has its share of problems, 
Mesmerisingly TA. Se Crysis 2’s multiplayer is seriously good. 
beautiful” 52 er ey mT 
_—. ee i; 


> Crysis 2 continued “ - A -_— . a ; o ia \ 

also creates a bridge for alternative : 1 m . — : 

tactics, creates a particularly memorable } 

moment, while a shoot-out in a destroyed It takes two to three hours forthe campaign | 

underground subway another. to get going, but when it does, it’s great. PT 

Better characters start to become ——— 

introduced, the ‘is he/isn’t he good’ worthy of the entry fee alone. can take a beating when the action gets — down slightly by some of its glitches as, 

Hargreave turning out to be one of the And that's ignoring Crysis 2's core a bit too hectic, and as good as it looks, for example, odd spawn placements can 

more interesting characters we've seen selling point. Crysis 2 looks so good you'll _ in the back of your head you'll know the ~— mean you'll occasionally appear right 

in recent shooters, and worthy scenarios ~~ wonder how it isn't frazzling your PS3 PC version still looks better, but as a beside the opposing team. 

and set-pieces begin to form. While the circuitry into gooey blobs of plastic and console game, they don't look better Crysis 2's dull introduction will 

inspiration from games like Call of Duty molten metal. Every gun, every texture, than this. It’s mesmerisingly beautiful. threaten to kill off the game prematurely 

is often clear to see, the way Crytek every character model, every pixel is so And that extends to the multiplayer. for many, but the noticeable shift in 

gradually learns to carve them, and the perfectly formed that it embarrasses the Developed by sister studio Crytek UK, quality in the second half means it’s 

awesome effect they have on making the competition, and the lighting, well, it’s previously known as TimeSplitters- well worth sticking around to see the 

player feel invincible makes it a game just awe-inspiring. Sure, the frame-rate developers Free Radical, Crysis 2’s highlights later on. With a well- 
multiplayer modes are effectively an conceived multiplayer mode and the 
uber-cool nanosuit-modified version of best graphics ever seen on a console, 

: 2 CoD. The maps are tight (and they have — Crysis 2 is a stunner. @ 
Taking you through the game, one’step ata time... to be for the game's 6 vs 6 limitation), 


a 4 . but their verticality means the play takes 
i SL » 5 glia full advantage of the nanosuit. Unlike 

mL = pe a other shooters, where options for attack P3Zi iS 
a —— ae — 2 Sie %& seem fairly limited in comparison, 


opponents can attack from any angle, Verdict 


and the dog tag collection system 


30 MINUTES 3 HOURS 10 HOURS 25 HOURS ascii : ‘ 
An underwhelming What are those!? Crysis 2's /Now'that’s badass. Multiplayer has the mnie offers you killstreak bonuses for A blemished 
collecting dog tags from downed 


opening. You'llbe hoping _aliens bring a noticeable longevity of games like . ee, : work ofart few hours == 
it gets better. shift in quality. CoD. Super addictive. a ae limits the effectiveness of . = : 
campers. Like the single-player, MP is let 
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Publisher: LucasAr 
Developer: Traveller's Tales 
Heritage: LEGO Star Wars 

series, LEGO Harry Pot 

Move Compatible: No 

Link: www.lucasarts.com/ 

games/legostarwarsii 
OUT NOW 


REVIEW 
FEEDBACK! 
Have you had 
enough LEGO 
Star Wars? 


Another brick in the wall? 


fter rebuilding the entire 
A brick by brick, youd 

think wed seen the best that 
the LEGO Star Wars series had to 
offer. Fourth instalment The Clone 
Wars doesn't have the benefit of an 
instantly recognisable storyline but it 
stands out as the most accomplished 
entry to date. 
Borrowing storylines and set- 
pieces from two seasons of the 
animated Clone Wars TV series, fans 
will be familiar with the game's pick- 
up-and-play entry level. Each level 
hands you a toolset of Jedi, Troopers 
and droids, whose unique abilities will 
see you through minor objectives. 
Jedi characters can use their powers 


to rebuild objects, while the 

Trooper's extensive arsenal can 

tackle most situations. 
The lack of an objective marker 

leads to a lot of experimentation as 

you try and find the right piece to fit 

the task but you can always thwack 

aimlessly at your surroundings to 

unearth pockets of moreish studs. 
New to the campaign are 

Ground Assaults — an excuse to 

throw real-time strategy in with 

the series’ growing list of genres 

but it's a welcome change of pace. 

Unfortunately, like many other 

aspects of the game, it’s simplified. 

Objectives aren't apparent and a 

firm hand on all your units is required 


() NAVIGATE 


to make any progress. But what 
these bouts do demonstrate is a 
significant notch up in presentation, 
as enemies in their hundreds pour 
onto battlefields vast in scale. 

This impression is apparent 
throughout The Clone Wars, 
from its epic boss battles to the 
stunning level of detail given to 
each environment — it’s bigger and 
better than it has ever been, and 
it certainly hasn't hindered what 
fans undoubtedly love about this 
franchise mash-up. 

The quirky cut-scenes do a terrific 
job of condensing intense dialogue 
and lengthy discussions, and the 
bounty of collectibles on offer will 
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test man, woman and child for 100 
per cent completion. 

Bigger, better and brimming 
with content, The Clone Wars is 
as endearing as it is ageless. The 
surprises may be small but they 
amount to something rather 
significant in the overall package. 


Hilariously 
told story 


Fun for all 
ages 


Regularly leaves 
you stumped 


Publisher: Square-Enix 
Developer: Crystal Dynamics 
Heritage: Lara Croft and the 

Guardian of Light (PSN) 

Move Compatible: No 
Link: www.tombraider.com 

OUT NOW 


© 


Alorra, lorra Lara 


s Lara tightens up her laces 
A: yet another franchise 

reboot, the Tomb Raider 
Trilogy gives us the opportunity to 
reflect fondly on the successes of 
Ms. Croft's last makeover. 

Bundling the recent Tomb Raider 
Underworld with 2006 reboot Tomb 
Raider Legend and 2007 remake 
Tomb Raider Anniversary — two 
classics previously unreleased on 
PlayStation 3 — this is one bounty not 
to be sniffed at, assuming you haven't 
already played them obviously. 
Without getting too technical, 
Underworld remains pristine from 
its 2008 release, whereas Legend 
and Anniversary are visually on par 
with their Xbox 360 counterparts — 
excused for a few rough blemishes in 
Legend's cut-scenes. 
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TOMB RAIDER 
TRILOGY 


SS 


This is Croft adventuring at its 
best. Lara leaps, climbs and grapples 
her way through a broad range of 
stunning outdoor playgrounds and 
deadly indoor caves and caverns. 
Legend, the cornerstone of Lara's 
rejuvenation, introduced many ideas 
that transcend the entire Trilogy, from 
the innovative grapple hook allowing 
players to swing over gaping chasms 
to unrealistic gunplay that has Lara 
frantically pirouetting around her 
targets Bayonetta-style. 

The cons are forgivable but the 
Trilogy certainly provides substantial 
evidence for the series’ upcoming 
facelift. That said, all three quests 
demonstrate a strong emphasis 
for adventuring and puzzlesolving 
— something the Uncharted series 


“pj must-have recap of 
Lara’s better 


® 
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adventure” 


has continued to 
ignore in favour 
of blockbuster 
production values. 

Included in the 
Trilogy is a hodge-podge 
of bonus content from 
themes, developer diaries, 
trophy support and even Home 
costumes. Much of this is throwaway 
stuff, and wed have much rather seen 
both of Underworld’s downloadable 
epilogues and the digitally-released 
Guardian of Light sealing the deal. 

If you've avoided the brunette 
adventurer since her disappointing 
PS2 flop Angel of Darkness, the 
Tomb Raider Trilogy serves as a 
must-have recap of the buxom 
babe's better endeavours. © 
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Network) MOON DIVER 


Publisher: Square-Enix F rom the mastermind behind through enemies in the hundreds, 


e 
Developer: feelplus the retro hit Strider, Moon levelling one of five characters’ skills 
‘s ‘s O| eC Or Price: £9.99 Diver's promise of frantic and attributes through repeated 
four-player action draws players into play. However, many players will 


a relentless old-school experience struggle to appreciate Moon Diver's 
that's as love-hate as Marmite. ‘no pain, no gain’ regiment. 
ip | 1 
Download em today: r A side-scrolling action game on A deep if not uninspired side- 
the surface, Moon Diver shares a scroller, one that's made all the 
lot in comparison to its creator's more enjoyable with three friends 
magnum opus, albeit neatly bound on the couch. 


in an anime visual style and a post- 
gees yarn. Rooted in this 


old-school mantra P8Zine Verdict 


and borrowing Old school, new lessons 
from the likes of 


Castlevania, players @ Great co-op 
are pushed to hack 


Publisher: Ignition espite introducing the 
Developer: D best little characters 
Hothead Games we've seen this side 
Price: £9.99 of Lemmings, Hothead’s 


side-scrolling platformer fails 
to deliver the same timeless 


gameplay as DMA’s classic. and slash their way © Punishing gameplay 

Putting the player in control of 50 game typically isn’t very long, the 

little blue Swarmites, the idea behind poorly balanced difficulty boosts 

Swarm is to navigate increasingly Swarm's length — and its frustration 

narrowing walkways, avoid obstacles, factor — quite significantly. G _ OSTB U STE RS: 

jump over pits and fight bosses, The sluggish controls don't help 

collecting pickups and keeping either, feeling floaty and being SANCTUM OF SLIME 

as many of the blue guys alive as slow to respond, often leading to 

possible to meet the target score. a handful of Swarmites meeting Publisher: Atari gnoring the fun but flawed 

And it’s hard. Swarms difficulty can an unexpected death, something Developer: iiccesc, gameplay of its The concept appeals, but 

seem unfairly steep at times, with an — which can make the difference Behaviour Interactive bigger brother predecessor, owing to repetitive enemies and 

early spike in the fourth level almost between success and failure. Price: £7.19 Ghostbusters: The Video Game, environments, generic gameplay 

enough to send us throwing our Hothead's dark humour is the Sanctum of Slime pits players against and a complete lack of humour, 

pads down in disgust. Though the highlight of Swarm, which starts off a variety of ghouls and ghosts ina Sanctum of Slime fails miserably at 
strong, but descends into an exercise taking advantage of the IP. One for 


four-player twin-stick shooter. 
of repetition and infuriation. : 
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Great concept, poor decisions oF See aw Who ya gonna call? Not SoS 


Ghostbusters purists only. 
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SOCIAL NEWS SITE 
FOR GAMERS! 


news for gamers 
http://www.n4g.com/ 


News 4 Gamers is a news website written by 
gamers for gamers. Each story is submitted 
by a member of the community and ranked 
by popularity. You can comment on each 
article, and even if you're not a fully fledged 
writer, you can submit news tips for items 
you've seen elsewhere on the web! 

The site has sections for all gaming 


®@ 


platforms including PlayStation 3, Xbox 360, 
Wii, PC, DS, PSP and more. 

When you read a story on N4G, you can 
click to go straight out to the full story 
source, making this the ultimate gaming 
news site, because it gives you access to the 
stories from all the games sites on the web, 
rather than just its own. 
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